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Hello hodas and welcome to the first 
adventure for Lowlife 2090! 


Fair Warning: this short intro adventure is 
mostly a combat encounter followed by a 
chase. It doesn’t require any hacking, magic, 
or vehicle combat unless the PCs introduce 
those elements themselves. In playtesting 
we were able to complete it in one session. 


The scenario opens with a “hot start”, very 
quickly dumping the PCs into a serious G/ant 
Roach situation at She/by’s Beer Hole. The 
adventure is intended as a bit of action 
oriented fun for four 1% level PCs, 
acclimatising players to basic mechanics and 
more importantly giving them a shared play 
experience about how their crew came 
together. 


SHELBY’S BEER HOLE 


When the action begins, the PCs are at 
Shelby’s Beer Hole; a shabby bar located on 
the ground floor of an abandoned building in 
one of Sacktown’s dicier neighbourhoods. 
So why are the PCs at the Ho/eat lam ona 
Tuesday night? Have all the PCs make two 
rolls as outlined below: 


1. Roll 1d10 to determine why they're 
at the Hole in the first place. Reroll 
any repeats. Entries 1-3 might apply 
to multiple PCs at the GM's option. 


2. Each PC rolls 1d6 to determine their 
starting location: (i) booth in the top 
left corner, (ii) at the bar, (iii) a table in 
Area 3, (iv) Karaoke on stage, (v) in the 
toilets, (vi) card tables in Area 6. 


Note this adventure assumes the PCs don’t 
know each other, and provides them with an 
opportunity to form a team. If you'd prefer 
that the PCs already be an established pack, 
that also works just fine. In the latter case 
you might only need one or two players to 
roll for Why Are You Here, with the rest as 
tag alongs. 


Before dropping the roach bomb, GMs might 
like to ease the players into the game with a 
bit of roleplaying (perhaps based on their 
PCs various reasons for being in attendance). 
The bar locations that follow include NPCs 
and activities the lifers can interact with 
before the slud hits the fan. 


For PCs inclined to talk to random patrons 
moving about the bar, roll 1d6 to find out 
who they bump into: 
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Wilbert (spriggan male, 30s, dark 
skin, yellow cybereyes) is brooding 
over a scotch, giving one of the PCsa 
glaring dose of stink eye (mistakes 
one of them for his ex, whom he 
loathes above all others). 


Kell Nebbers (elf female, teen ganger, 
member of the Gas Gunners, black 
grease marks beneath eyes) likes a 
piece of clothing one of the PCs is 
wearing. She’s a_ fashion’ icon 
amongst gangers and is willing to 
pay top dollar for the item. She won't 
take no for an answer. 


Yojango (minotaur male, white 
jacket, horns cut down Hellboy style, 
wifi port at temple) is a part time 
Hacker (level 2). He’s waiting to meet 
with a prospective client who never 
shows. He might be interested in 
doing future work for the crew if 
they befriend him. 


Dog Lady (human female, 40s, old 
patched clothes, mumbles to herself 
constantly, refers to herself as “Dog 
Lady") is sitting nearby feeding Ned 
(her dog). Shelby gives them free 
food from time to time. Dog Lady no 
longer remembers her real name, her 
mind was shattered by a demon 
years ago. 


Yass (skorn female, massive arms, 
factory worker just come off shift in 
a high vis vest) is knocking back her 
last drink before she turns in for the 
night. Her batu just left. 


Melvis (human male, jeans, singlet, 
smoking, bad cough). Melvis is trying 
to drink away his lung cancer. 
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WHY ARE YOU HERE? 


Meeting a client, Ms Fiona (elven 
female) about some illegal work she 
needs done. She never makes it. 

You came to see Doza dubshred 
band Shoot to rill perform earlier in 
the night. Most of the audience has 
since dwindled away. 

Gambling at the card tables for the 
last few hours. You automatically 
start in Area 6 and must bet your 
starting ceracoin and roll on the 
Gambling Table (see Area 6). 

Rage Quitters meeting (an anger 
management self help group). For 
yourself or to support Eddie (human 
male, fabulous mutton chops). 
Drinks with your old batu, Wang Xiu, 
a spriggan cab driver who has so far 
managed to avoid becoming 
entangled with Sacktown’s Nine 
Tongs triads. You're four drinks deep 
already (make a Con check or suffer 
-1 onall non social rolls due to being 
tipsy, until you sober up). Gain anew 
contact (rating 3d6). 

You're supposed to be a first date 
with someone new. 50% chance 
they ghost you, otherwise you get a 
text message saving they’re parking 
outside right now... 

Meeting up with your black sheep 
uncle (or other relative) to chew the 
fat about old times, or perhaps new 
beginnings. They're running late. 
Late night booty call from an old 
flame. They're not due till 1:30am. 
You're a little early. 

Buying something from Morgan, a 
Gas Gunner ganger and a local fence 
(elf teen, black grease marks under 
his eyes, pistol). Gain a new contact 
(rating 3d6) or roll 1d4: (i) False ID, (ii) 
two doses of So/oxin, (iii) two doses 
of Jink, (iv) Door Jacker. 

You're here collecting payment for 
your last minor job. Gain 1d6 x €S0O 
in. cold hard = ceracoin. Your 
anonymous contact departed a few 
minutes ago. 


———— ee. 
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ROACH ATTACK! 


Being ina rough sector of Sacktown, the PCs 
have their cells and weapons on them, and 
are wearing any armour clothing they have. 
The GM decides what other gear they might 
have to hand. 


When the GM is ready to release the 
roaches, have all PCs in the main bar make a 
Perc (Det) check. On a success, they notice 
some strange scratching and scrabbling 
coming from the ceiling... Shortly after, the 
bar’s cracked and pitted ceiling groans 
ominously... then explodes as a funnel of 
ravenous Giant Roaches pour out to attack 
the patrons!! 


GAINT ROACH Def 11/4, HP 2, Site +2/1d8, 
Nat 19: 1d8,S7D12C14 12 P9WS5 Ch3L7, Mv 
15m (fly or climb). Immune to bludgeoning 
attacks. 


ROACH MOTHER Def 10/6, HP 12, Bite 
+6/2d6+1, Nat 19: a random limb is torn off, 
Luck (Dex) save resists, 517 D10 C19 14 P11 
W15Ch9L12, Mv 15m (fly or climb). Immune 
to bludgeoning attacks. The Roach Motheris 
a Heavy. When Staggered she flies into a 
rage and makes an immediate attack against 
all adjacent foes, or may charge the closest 
foe. 


2d6 Giant Roaches drop down from above 
the bar (Area 2) and immediately seek to 
move into melee with nearby PCs. 


Any PC that did not notice the scrabbling 
noises in the ceiling are surprised. PCs that 
did notice the strange scratchings roll 
initiative as normal. Some of the roaches 
appear immediately, others drop, swoop or 
skitter into the bar over the next few rounds 
as outlined below: 


e Surprise Round: The initial 2d6 Giant 
Roaches appear and move up to 10m 
to get into melee with PCs (they do 
not get an attack this round). 


e End of Round 1: Another 1d6 Giant 
Roaches drop down to attack the 
PCs! 


e End of Round 2: Another 1d4 Giant 
Roaches drop down to attack the 
PCs! 


e End of Round 3: A terrifyingly loud 
hiss issues from the hole in the 
ceiling... Unless the Roach Mother 
has already appeared, in which case 
1d3 more Giant Roaches drop out. 


e End of Round 4: If not already 
triggered on the Roach Braw/ table, 
the Roach Mother drops out of the 
hole with an awful chittering! 


Giant Roaches are skittering, dog sized 
omnivores, feeding on whatever they can 
find, including their own dead or injured. 
Their exoskeletons are extremely resilient to 
being crushed, rendering them immune to 
bludgeoning attacks. Oh, and they fly. 


The roaches have been nesting above the 
bar for some time, controlled by a gigantic 
12 ft Roach Mother. She recently gave birth 
to some new roaches, a number of which 
were exploring the ceiling insulation above 
the bar when it suddenly collapsed. Hungry 
as hell, the Giant Roaches immediately seek 
to feast on the patrons’ delicious juices. 


To reflect the chaos of a sudden tide of 
ravenous roaches swarming the bar, you 
might consider having a different player roll 
1d12 on the Roach Rumb/etable at the start 
of their turn each round. 


— 
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ROACH RUMBLE 


Aw Hell No. A homeless guy wanders 
in through the front doors, blurts 
“Sacred fucking Seven!” then quickly 
backs out again. 

Underfoot. A skuttling roach gets 
underfoot and threatens to trip the 
PC; make a Dex check or fall prone. 
Goreplosion. A random skorn runs by 
with a fire axe, chopping off the head 
of the bug closest to the PC! The lifer 
is splattered in roach gore. 

Skull Slap. A kamikaze roach flies 
across the room, slamming into the 
back of the PC's skull with a sickening 
crunch! Con(Ath) check or be Stunned. 
Fire! A burning roach comes lurching 
across the common room, making an 
awful chirping! One of the patrons 
doused it in whisky and set it alight. 
Part of the bar has caught fire. The fire 
sprinklers were disconnected a few 
years back when they were leaking. 
The water pipe can be reconnected in 
the small room south of Area 6. 

Dog Lady vells at Ned (her dog) to 
attack the PC’s closest roach. The dog 
isn’t the smartest however and isn’t 
sure whether to attack the PC or the 
roach! If it attacks the bug (50% 
chance) the roach loses its next 
action. If it attacks the PC, use &ite 
+2/1d8 damage. 

More Bugs! Another 1d3_ Giant 
Roaches break through nearby ceiling 
and drop down to attack the PC! 
Frenzy. The bug closest to the PC goes 
into a frenzy, making an immediate 
attack against all melee enemies. If 
not in melee, it charges instead. 
Swarmed! A large number of bugs 
suddenly swarm the PC, trying to pin 
her down with sheer numbers. A Str 
(Ath) contest vs Str 15 is required to 
avoid being rendered Helpless. 

Flying Stool. A panicked patron hurlsa 
heavy wooden stool at a roach but 
accidentally targets the PC instead! 
Make a Luck(Dex) save or roll1d100n 
the B/unt Traumatable. 


Black Out. The roaches have chewed 
through the main power cable for the 
lights, cloaking the bar in near 
darkness (there is some light from 
11. outside, neon advertisements, etc, 
treat as Vear Blind). The roaches see in 
darkness just fine. A back up 
generator restores the lights in 1d3 
rounds. 
Roach Mother. A horrible hissing 
announces the arrival of the Roach 
Mother, which crashes through the 
hole in the ceiling to attack! 
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NPC PATRONS & ROACHES 


Note there are more roaches in the bar than 
those directly attacking the lifers, but the 
rest skitter away to attack NPCs or cause 
other mischief. Exactly how many roaches 
and NPCs are in the bar is undefined and 
abstracted; for the most part they are 
nameless extras in the background, too busy 
dealing with their own struggles to help or 
hinder the lifers in any meaningful way. 


SECURITY 

The bar has sturdy external doors with 
electronic locks as noted below. Fixed 
cameras cover the gaming tables (Area 6) 
and office (Area 9). A Sony A/rscout camera 
drone covers the bar and common room 
(Areas 2, 3), There are also cameras 
capturing the front street entrance and 
backdoor lanewayv. 


PHYSICAL SECURITY 


Reinforced doors with 
Security magnetic locks. 2 x Str (Ath) 
Doors Great Successes to break 

down. 

Barred windows, require a 
Barred ; aa 
: cutting torch or similar to 
Windows 


bypass. 
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SONY AIRSCOUT, Def 17/13, Sys 11, Fast 
VTOL. 7aser+6/1d12 temp + Shock, Nat 19: 
Auto stun. The taser may fire 4 times before 
needing to recharge. 


Shelby’s electronics are mostly low end 
budget ware, except for the doors. All 
systems connect one way or another to the 
desktop in the office (Area 9). 


ELECTRONIC SECURITY 


Air Filters Machine 9 
Alarms Machine 10 
Cameras Machine 9 
Comms Machine 9 
Doors, Windows Machine 13 
Desktop Server 10 


AREA 1 - FRONT DOOR 


These glass security doors automatically 
slide open for a person or Giant Roach. They 
may be locked with an access card (Shelby 
and Martha have such) or via the desktop 
computer in the office (Area 9). Breaking 
through the doors requires 2 x Str (Athletics) 
Great Successes. 


AREA 2 - THE BAR 

The owner Shelby (male dwarf, impressive 
brows, red bandanna, passcard, safe key) 
tends the bar and is the only staff member 
still serving (his wife Martha is in the back 
office, Area 9). It’s been a quiet night so he 
sent their other employees home half an 
hour ago, including the bouncer. 


aE 


When the roaches attack, two swarm the 
dwarf, who does his best to fend them off 
with a broken bottle. He used to keep a 
shotgun under the bar, but after a near 
accident his wife Martha made him secure it 
in the office safe. When the fighting begins, 
Shelby calls out a warning to Martha inthe 
back room (she doesn’t hear it, see Area 9). A 
First Aid kit behind the bar includes 2 x cans 
of Spray on SHin. 


SHELBY, Def 12/2 (heavy jacket), HP 13, 
Broken Bottle +4/1d10+1, Nat 19: 1d10, 514 
D9 C14 111 P9 W111 Ch13 L8, Mv 10m. Cell 
(Sys 12), Broken bottle, Passcard, Safe key. 


AREA 5 - COMMON ROOM 

The common area comprises seven large 
circular tables. Since Shoot to Thrill finished 
their set about an hour ago, most of the 
patrons have disappeared. Those that 
remain include: 


e Scott (human male, 40s, dark hair, 
rotund) is drinking alone at a table, 
self medicating a depressive episode. 


e Tonia (elf female, 20s, scrawny, thin 
lips) and Tay Tay (human female, 20s, 
unkempt, slurred speech); old friends 
enjoying each others company. 


e Cedar Mack (elderly male skorn, 
glassy eyes) is gyrating to his own 
beat near the stage, holding a beer in 
both hands. He seems to be having a 
great time. 


AREA 4 - STAGE 

The stage either has a holo show of 70s 
bleeder rock band Shockwave or patrons 
singing karaoke. Shoot to Hrill was here 
earlier, leaving a number of drink spills and 
cigarettes in their wake (Shelby hasn't 
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gotten around to cleaning up yet). Might be 
a slip or fire hazard is any fighting happens 
up here. On the wall to the east of the stage 
is a fire extinguisher. 


To the west of the stage is a small curtained 
off area containing some stools, chests of 
audio gear, a fire extinguisher and a fire axe 
on wall brackets (treat as Combat Axe but 
2d6 damage). 


AREA 5 - BATHROOMS 

In the female bathroom, Cami/la (elf female, 
20s, athletic, gold Inca tattoo on her inside 
forearm, a new Orden Del Sol recruit) is 
passed out on the floor, accidentally 
overdosing on Gozer. Shortly after the roach 
attack begins, she awakens when a pair of 
Giant Roaches try nibbling on her. She 
screams for help, blood gushing from her 
hand! 


CAMILLA, Def 13/2 (light vest), HP 10, Hn/fe 
+4/1d10+1, Nat 19: 1d10, S13 D13 C1019 
P11 W13 Ch14 L9, Mv 10m. Cell (Sys 10), 
Knife, 2 doses of Gozer. 


AREA 6 - GAME TABLES 

The Hole normally has two dealers tables in 
the gaming area, along with a bouncer, but 
Shelby already sent them home for the 
night. At one of the tables however DaSilva 
(elderly male skorn, missing most teeth, a big 
old pistol on the table) and Rugen (dwarf, 
ferocious scowl, green dyed beard) are still 
playing. They're happy for the PCs to join 
them if they have cera to bet, otherwise 
buzz off. When the roaches appear, both 
gents are busy fighting their own bugs. 


DaSILVA Def 8/1, HPS, Big Old Pisto/+2/2d8, 
Nat 19: 1d10+2, 512 D7 C9112 P7 W10 Ch12 
L8, Mv 10m. Cell (Sys 10), Mag of extra 
rounds. 


——— 
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RUGEN Def 11/2, HP 11, Hn/fe +3/1d10+2, 
Nat 19: 1d10, S15 D10 C12 111 P11 W13 
Ch10L5, Mv 10m. Cell (Sys 10). 


APC starting inthe gaming area must wager 
their starting cera and roll 2d6 on the 
Gamblingtable to reflect their fortunes prior 
to the roach attack. The GM might allow a PC 
to attempt to cheat or secure some other 
edge (+1 modifier). For 

cheating, apply Entry 4 below. 


unsuccessful 


GAMBLING 


Flip the Table. A fierce brawl 
breaks out with DaSilva, Rugen 
and other drunk patrons; roll 1d6 
on the /njuries & Setbacks table, 
and any wager is lost. Banned 
from the Hole for 2d6 months! 
Cheater! After a few drinks, you 
are caught cheating. You lose 
your wager and owe a favour or 
debt to Shelby, DaSilva or Rugen. 
Cursed Luck. Lose your wager 
with (1d4): (i) blistering outrage, (ii) 
sullen muttering, (iii) stoic 
surrender, (iv) quiet acceptance. 
Partying. As the night rolls on, you 
were persuaded to abandon 
gambling and party instead. Keep 
your wager but suffer a -1 
penalty on all non social checks 
until you sober up. 


7 Tidy Profit. You win €200. 


8 Ona Roll. You win C400. 


Bonus: You win (600 plus roll on 


# the Carry Loottable. 
New Contact: You win €600 and 
a gain a new random contact (roll 


onthe Professionstable, then roll 
3d6 for rating). 


———— a. 
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Jackpot: You win @1,000 and 
someone owes you a favour (roll 
for who as in Entry 10, then rollon 
the Favours table). 
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AREA 7 - STAFF ROOM 

This large room doubles as the staff break 
area and general storage, including crates of 
spirits (could be made into improvised 
Molotov cocktails). The east door is a 
swinging door to the kitchen, the west 
entrance a fire door to the street (unlocked 
from this side, will set off the fire alarm). 
There are no NPCs in here (gone home). 


AREA 8 ~— KITCHEN 

The kitchen has free swinging doors to the 
west and south, and a locked security door 
to the east (Sys 13 or 2 x Str (Athletics) Great 
Successes to break down). Various jars, 
knives, a large cleaver (treat as a hatchet) 
and foodstuffs are scattered about the 


area. A fire extinguisher sits on top of a 
cupboard. The stove is gas powered; if 
detonated by a stray bullet or otherwise, 
treat as a frag grenade. When the roach 
attack begins, several roaches make their 
way into this area, and adjacent Area 7. 


AREA 9 - OFFICE/BACKST AGE 
This large office has security doors with 
electronic locks (Sys 13 or 2 x Str (Athletics) 
Great Successes to break down). There is a 
camera in one corner. 


Martha (female dwarf, attractive, blonde 
hair, alcoholic, passcard, key to the safe) is 
fast asleep in a drunken stupor when the 
roaches attack. She is safely ensconced 
behind the security doors, but it will take 
some serious noise to wake her up 
(screaming or gunshots right outside her 
door grants a 50% chance). Otherwise she 
appears in the common room whenever the 
GM wants to trigger the Save Snowcone! 
encounter. 


MARTHA Def 10/0, HP 7, Bott/e+3/1d10, Nat 
19: 1d10, S11 D9 C11 110 P10 W8 Ch14_LS, 
Mv 10m. Cell (Sys 10), wine bottle. 


Martha and Shelby both have keys to the 
safe which is an old fashioned metal 
strongbox bolted to the floor. Breaking into 
the safe would require hours and the right 
tools. Inside is aloaded Remington Preacher 
shotgun, 12 spare shells (shrapnel), a 
ceracard (4d6 x 300), cash and coins worth 
2d6 x (500, and a plastic zip lock baggy 
containing 2d6 doses of Yellow Lotus (a 
variant of Gozer). 


The desktop is not VR capable and has 
limited security: roll 1d6+10 for Server 
Alerts instead of the usual 1d10+10. It can 
control all the doors, cameras (including the 


—_ > 
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Airscoutdrone), comms, lights, air con, etc in 
the bar. Searching for valuable data requires 
an Int (Computer) check and 1d4 mins 
(returns 2d6 x (200 worth of saleable data). 


AREA 10 - BACK DOOR 

This single security door is reinforced and 
electronically locked (Sys 13 or 2 x Str (Ath) 
Great Successes to break down). Shelby and 
Martha have passcards. An external camera 
captures everyone passing through the alley 
(Sys 9). 


SAVE SNOWCONE! 


Assuming either Martha (or Shelby) and 
Snowcone the cat survive long enough, ata 
time of the GMs choosing — ideally when the 
PCs are busy - a G/ant Roach comes racing 
out from behind the curtained recess west 
of the stage (or from underneath the stage 
stairs, or a booth table) - with Snowcone 
clamped in its horrible maw!! 


At this precise moment, Martha appears 
from the kitchen area (or perhaps over the 
bar’s loudspeakers) and screams “WVo/ 
Snowcone! Save him please! / can pay!” \f 
Martha is dead, Shelby cries out instead. If 
both are dead, the GM might introduce 
another staff member or skip. this 
encounter. The roach skitters out from its 
hiding place and sprints out the sliding doors 
into the street! 


FOOT CHASE 


Assuming one or 
Snowcone, resolve the pursuit as a Foot 
Chase through the derelict back alleys of 
Sacktown. Stating gap of 15m and up to 
eight legs (or as the GM determines). 


more PCs go after 


With respect to Chase Events, 7hird Parties 
might include the Vat Bois (human gangers, 
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skinheads with white face paint), Gas 
Gunners (elf teen gangers, black grease 
marks under their eyes), Nine Tongs 
(spriggan triads, red lantern tattoos) or 
Orden Del Sol (Inca elf drug cartel, gold Inca 
motif talismans). 


Large Crowd or Major Obstruction events at 
midnight might include (i) patrons of a club 
spilling out onto the street during a fire 
alarm, (il) a local street party spiralling out of 
control, or (iii) Mendoza Health Agents doing 
emergency CTAC testing on everyone 
nearby. 


Assuming the PCs separate Snowcone from 
the roach, he is in a bad state and will die in 
1d4 rounds without aid. An Int (First Aid) 
check will Keep him alive (at advantage with 
a First Aid kit) until he receives surgery. 


AFTERMATH 


e Ifthe roach escapes with its meal, or 
Snowcone dies, Martha and/or 
Shelby are distraught but appreciate 
the crew's help fighting off the bugs 
and attempting the rescue (gain a 
new Contact, rating 2d6+4). 


e If the crew manage to save 
Snowcone, Martha/Shelby are very 
grateful (gain a new Contact as 
above) and pay them something for 
risking their lives. They have up 
several thousand ceracoin available 
(GM decides how much, max equal to 
whatever's in the office safe). 


e Ineither case, one of either Shelby or 
Martha are part time fixers for the 
district, and will begin Keeping an ear 
out for jobs the crew might be 
interested in. 


SR RAPP RIBOSE 


Name & Description 


Race Minotaur _ Class Brawler 


Background ¢ Corp ‘Bodyguard ; 


Level 


8.5 ft, heavy set male mintoaur with red brown hair 


Address Northgate 
aig Std Moderate ——  . 


Turning Point Loose End 


ATTRIBUTES 2am 


~ STRENGTH 
DEXTERITY 
CONSTITUTION 
INTELLIGENCE 
PERCEPTION _ 
WILLPOWER 
CHARISMA - im. y, 
INITIATIVE _ PP ae =| 8 aN IN ___ _ INJURIES & EFFECT 


WEAPONS | 


SKILLS 


Biomesh Trauma Sleeve (+1 AR) 


Athletics (Str), Driving (Dex), Detection (Perc), 


Knowledge (Megacorps, Int), Stealth (Dex), } Cyberarm 


! Kyoto Roidtech Strength Graft (+2 STR) 


Gather Information (Cha), Persuasion (Cha), 


Acrobatics (Dex) Kevlar Jacket 


Saab Enforcer Pistol (laser sight, 2 x mags reg : 


em English. 4 ammo) ; 
‘ ABILITIES B .| Sword Sword (Nat 19: 1d10+2 or Disarm) 


TAUR: Adv on Str checks, exc Rescue [ ] 7 Cell (Hon Hai Echo, Sys 10) 
melee attack and damage rolls. Horns. \ | Fake ID 

| ) b Brass Knuckles 

MELEE SPECIALIST (1/1): Charger, Protector | / Ceracoin: 50 

Melee Opportunist, Two Hander. | ee 
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SRR RIBOMREOA EA 


Race yuman 


Background Exigent 


Name & Description 


5'8" athletic human female with dark hair. 


Address sumpwater 
Tiving Std i omeless 


| Turning Point Wanted 


Paramedic 10 


CHARISMA 
INITIATIVE _ 
“WEAPONS 


NAT19 CONC OTHER 


@ REM.COVERT PISTOL 


+ 
‘ 


Light Vest 


Knowledge (Magic), Stealth (Dex), Acrobatics 


J \j Remington Covert Pistol (2 x mags reg ammo) 


(Dex), Detection (Perc), Sleight. of Hand (Dex), 


F 

Survival (Int/Perc), Driving (Dex). nite 
Cell (Hon Hai Echo, Sys 10) 
Fake ID 


Ceracoin: 50 


Lise English. 
ABILITIES 


(| —EEe 
HUMAN: +1 Reroll die, +1 use Rescue[ ] Ff 


of class abilities. 


SPELLS (2/2): Crush of the Warp, Enderson's 


| Aegis, Rite of the Conjuror's Cabal, Invocation ih 
of the Raven King. 


MAGICAL TELL Glowing eyes. 


\— 


) PICKPOCKET PRESS 2021 


SR RAPP RIBOSE 


— Human 2 Class Gunhand 
Background Bounty Hunter 


Name & Description 


Level 1+ 
5'9" human female, blue grey hair, tattoos. 


Address Dockers Wedge 
| Turning Point Ex Cop Tiving Std | 


SCORE 


ATTRIBUTES 7 


STRENGTH 
DEXTERITY 
CONSTITUTION 

INTELLIGENCE _ 
PERCEPTION _ 


Hitman 8 
WILLPOWER 


CHARISMA 


INITIATIVE. go |g 49 1° N I~\N__f INJURIES & EFFECT 
“WEAPONS: HIT, | ER a 


Sony Aimbot (+2 attack rolls) | 1a 


Detection (Per), Acrobatics (Dex), Stealth (Dex) 


Chemstim Motion Surge (+2 Def and Init) 


Athletics (Str), Knowledge (Law Enforcement), 


! Stem Cell Drive (Pan Helix, 10 hp) 


Survival (Int), Driving (Dex), Deception (Cha) 


\ 


Kevlar Jacket 


Rybak S32 SMG (2 x mags reg ammo) 


ene English ‘a Cell (Hon Hai Echo, Sys 10) 
ABILITIES B »| Fake ID 


7 ie (1 oe 
HUMAN: +1 Reroll die, +1 use Rescue[ ] F | knife 


of class abilities. \ | Ceracoin: 50 


i 
| 


eo Ee 
|| GUN TALENTS (2/2): Cover Fire, Hip Shooter, | f| 


Gun Fu. 


= 
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aaa Sieg 8 : 


Name & Description » Race pwarf [ Class Entech 
Background Terrorist _ 


SS ee Level 1 
, _9'2" stocky male dwarf with a grey beard and orange mohawk. —$__— 


Address Fortuna 
Living Std i ~~ 


; Turning Point Insurgent 


MOD 


SCORE 


ATTRIBUTES <& 


STRENGTH 
DEXTERITY 
CONSTITUTION 
INTELLIGENCE _ 
PERCEPTION | 
WILLPOWER 
CHARISMA 
INITIATIVE 
“WEAPONS 


NAT19 CONC OTHER 


A KBRAIDERPISTOL 


* 
‘ 


INGRAM PULSE TASER on 


SWITCHBLADE 


SKILLS _ 


Cybernetics (Int), Demo (Int), Deception (Cha), 


| Cybereye (Antiglare) 


Electronics (Int), First Aid (Int), Computer (Int), 
Heavy Vest (+2 on Dead tests) 


Mechanic (Dex/Int), Disguise & Forgery (Cha/ 


Int) Korth Billiton Raider Pistol (2 x mags shrapnel 


ammo) 


Cell (Toshiba Vector, Sys 12) 


| LANG: English, Russian, Chinese, Japanese 


, ABILITIES __ Aone ; 


DWARF: Infrared vision, Adv Rescue [ ]F Ingram Pulse Taser 


resisting toxins, drugs and adverse magic. Ceracoin: 50 


EXPERIMENTAL TECH (1/1): Displacer Field, | / 


Mutagen, Custom Rocket. ' ——— 
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savers 


Name & Description ) Race cy, [Class Influencer 


Background Reporter 


Level 1 
6 ft slim female elf with brunette hair. _— 


Address Foundry Bay 
Living Std | 


] Turning Point Left for Dead 


SCORE MOD 


CHARISMA 
INITIATIVE 
“WEAPONS | 


® BENELLIISPISTOL 


+ 
‘ 


es | 


Chemical Signalling (Edo Lauren, +2 Cha) 


Leadership (Cha), Persuasion (Cha), Deception 


(Cha), Disguise & Forgery (Cha/Int), Stealth yp Wifi Port and Skull Drive 


a | ; : ; 
(Dex), Gather Information (Cha), Knowledge Drug Pod (Sumitomo Pill Pod, 1 x Jink dose) 


Light Vest 


(News & Current Events, Int), First Aid (Int). 


Benelli 15 Pistol (2 x mags non lethal ammo) 


LANGUAGES: English, Italian 


, ABILITIES  __ A ; 


ELF: Night Optics, Adv on Cha Rescue[ ] Ff | 2x Fake IDs 


Cell (Toshiba Vector, Sys 12) 


checks. Ceracoin: 50 


INELUENCER TALENTS (1/1): Inspire Ally, if 
Facial Reconfiguration, Neuromone Burst. 4 Snare 
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-->—$— SEES S-. 


OPEN GAME LICENCE 


Open Game Content may only be Used under and in terms of the Open Game 
License Version 1.0a (OGL). 


This entire work is designated as Open Game Content for Tabletop RPG 
purposes and related Virtual Tabletop purposes under the OGL, with the 
exception of “Lowlife 2090”, “LL 2090”, “Cyberpunk and Sorcery”, “Low 
Fantasy Gaming”, “LFG”, “Low Fantasy Gaming Deluxe Edition”, “Less 
Magic. More Grit.”, the LFG logo, the Pickpocket Press Logo, the Lowlife 
2090 logo, “The Midlands”, “Midlands Low Magic Sandbox Setting”, 


“Pickpocket Press” and all artwork. These are reserved as Product Identity. 


OPEN GAME LICENSE Version 1.0a 


The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 


Definitions: (a)"Contributors" means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)"Derivative Material" means 
copyrighted material including derivative works and translations (including 
into other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)"Open Game Content" means the 
game mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) "Product Identity" means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the Open 
Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the Contributor 
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game 
Content. (h) "You" or "Your" means the licensee in terms of this agreement. 


The License: This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License. 


Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 


Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 


Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 


Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 


Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder's name to 
the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 


Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 

Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 


Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License 
to copy, modify and distribute any Open Game Content originally distributed 
under any version of this License. 


Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 


Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 


Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 


Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this 
License. 


Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it 
enforceable. 


COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document 5.0 Copyright 2016, Wizards of the Coast, 
Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, 
Chris Sims, and Steve Townshend, based on original material by E. Gary 
Gygax and Dave Ameson. 

Swords & Wizardry Core Rules, Copyright 2008 Matthew J. Finch. 

13th Age, Copyright 2013 Fire Opal Media. 

DCC RPG, copyright © 2012 Goodman Games, all rights reserved, visit 
www.goodman-games.com or contact info@goodman-games.com 

Low Fantasy Gaming Deluxe © 2018 Pickpocket Press 

Lowlife 2090 © 2021 Pickpocket Press. 

END OF LICENSE 
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